THE Dark REALMS 


WORLD LORE 

Forged when the gods split the realms of light from dark. 
The dark realm is a land of shadows and silence. Before void 
elf society grew to be what it is today, it was a land with no 
life. A desolate wasteland of floating islands. Every creature 
of the dark realms that exists there today was molded by the 
realm to survive and thrive in perpetual darkness. 

With a lack of sunlight and seasons the realm is a temperate 
environment which rarely changes. Sometimes there are 
light rains and dark clouds that drift aimlessly overhead. 


The realm consists mostly of a series of floating islands most 
of which are devoid of life. While others contain pockets of 
life, springs and rivers of water with seemingly no source. 
With the rarity of water in the dark realms, if a source of 
water is found a settlement is quickly formed around it. 


A variety of plant life thrives in this darkness, some seeking 
energy from lumas shards. Most have become biolumines- 
cent in some way, simply to attract the attention of the few 
insects that exist in the realms. There is a thriving ecosystem 
living in the darkness that is not too different from that 
which is found at the deepest depths of the ocean. 


People of the Dark Realms 


Vo1pD ELF 

The void elves tell stories of the 
last sunrise back when light and 
dark were one. When twilight 
bathed the land and the gods 
hadn’t separated the realms. Back 
when their sun was whole. These 
are ancient tales the only rem- 
nants of which are left are the 
Lumas shards scattered through- 
out the realms. But there is pride in these tales; the early 
days, When they conquered darkness by learning balance. 
For they have taken the barren wasteland that is the Dark 
Realms and cultivated it into a thriving society that could 
only exist by mastering powerful primal magic. Void elves 
are tinkerers, always looking to improve the lands they have 
conquered, for shadows only hide potential. 


Typically Void elf skin is difficult to discern its true color. 
Most are unsure if their skin is dark as night with patches 
of silvery light tones, or silvery light tones with patches of 
shadow. Regardless each Void Elf takes pride in using their 
innate light manipulating magic to change the color of their 
hair and eyes. 


Ability Score Increase. 

Your Charisma score increases by 1 
Cantrip. You know one of the 
following cantrips of your choice: 
Chill touch, Light , Mage Hand. 
Charisma is your spellcasting ability 
for it. 

Recolor. A void elf is able to 


change their hair and eye color once a 
day, to any color of the visible spectrum. 
Shadow Step. If you are standing 
in darkness, As a bonus action, you can 
magically teleport up to 30 feet to an 
y unoccupied space that is also shrouded 


in darkness but not necessarily connect- 
ed to the shadow you are standing in. 
You gain resistance to all damage until the start of your next 
turn. During that time you appear ghostly and your features 
are obscured. Once you use this ability, you can’t do so again 
until you finish a short or long rest. 


Monsters 


ARACNAR 


Monstrosity 


There is a myth surrounding the Aracnar, back before the 
gods separated Light from Dark. A wizard too prideful of 
their power thought they could challenge the gods and forge 
their own realm. A utopia, built by weaving ancient primal 
magics and the blood of a million children. The gods took 
notice and didn’t approve of the wizard’s meddling and 
cursed them to become the first Aracnar. 


These creatures are feared even among the void elven 
communities. Tales are told of them spinning web bridges 
between the isles, and tricking children away from the safety 
of their homes. Even adults fear flying between dense island 
chains for fear of their Shrounix getting caught in an Arac- 
nar’s web. 


Sometimes an Aracnar gets too close to a voidelf community 
and a few soldiers and sentry will band together to destroy 
the aracnar’s lair. It is dangerous to fight them alone for 
wherever an aracnar hides, two more are sure to be hiding in 
the shadows. 


Aracnar’s webs are said to be host to portals to distant realms 
and it has been known that creatures may stumble out of 
them into an aracnar’s arms. 
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ARACNAR 


Large monstrosity, unaligned 


Armor Class 18 (Natural Armor) 
Hit Points 119 (19d10) 
Speed 30 ft., climb 30 ft. 


STR DEX CON INT WwIs CHA 
16(+3) 16(+3) 18(+4) 13(+1) 14(+2)  12(+1) 
eee 

Skills Stealth +9 

Senses darkvision 120 ft. passive Perception 12 
Languages Undercommon, Elvish, Deep Speech 
Challenge 6 (2300 XP) 


Web Sense. While in contact with a web, the Aracnar knows the 
exact location of any other creature in contact with the same 
web. 


Spider Climb. The arcanar can climb difficult surfaces, including 
upside down on ceilings, without needing to make an ability 
check. 


Web Walker. The Arcanar ignores movement restrictions 
caused by webbing. 


Innate Spellcasting. The aracnar's spellcasting ability is 
Wisdom (spell save DC 13). The aracnar can innately cast the 
following spells, requiring no material components: 

At will: Dancing lights, Web 

1/day each: Charm Person, Darkness, Faerie Fire 


ACTIONS 


Web Shot. Ranged Weapon Attack: +6 to hit, range 30/120 ft., 
one target. Hit: 14 (2d10+3) piercing damage. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 4 
(1d8) piercing damage plus (2d8) poison damage. The target 
must make a DC 11 Constitution saving throw, taking the 
poison damage on a failed save, or half as much damage on a 
successful one. If the poison damage reduces the target to 0 
hit points, the target is stable but poisoned for 1 hour, even 
after regaining hit points, and is paralyzed while poisoned in 
this way. 


Web Portal (1/day). The Aracnar takes 1 minute to weave a 
portal to a random plane. The portal appears in a hole in the 
web between 5 and 20ft in diameter. Travel through the portal 
is possible only by moving through it's front. Anything that 
does so is instantly transported to the other plane, appearing 
in the unoccupied space nearest the portal. The portal is easily 
destroyed by breaking the web. 


While the portal is activated creatures from other planes 
can come through. 
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ARCANE Fist 
Construct 


There is lots of construction work to be done in the Dark 
Realms. Void elves are always changing and improving 


something. Whether it is to create more hydroponic fields 

to grow crops for their growing communities, teleportation 
pads, or housing for their people. Something needs to be 
built and Arcane fists are typically their construction crew. It 
is a fairly common sight when near an Voidelf community to 
find pairs of Arcane fists holding construction materials and 
moving things in the landscape. They typically don’t defend 
settlements but if attacked they will defend themselves. 


ARCANE FIstT 


Medium construct, unaligned 


Armor Class 15 
Hit Points 13 (3d8) 
Speed 0 ft, fly 30 ft. (hover) 


STR DEX CON INT wIs CHA 
16(+3) 14(+2) 14(+2) = 2(-4) —10(+0) = 6 (-2) 


Damage Immunities bludgeoning, piercing and slashing 
damage from nonmagical weapons 

Senses blindsight 60 ft. passive Perception 10 

Languages - 

Challenge 2 (450 XP) 


Paired. The Arcane Fist has advantage on attack rolls against a 
creature if it's pair is within 60ft or the same room as it and 
isn't incapacitated. 


ACTIONS 


Multiattack. The Arcane Fist makes 2 smash attacks. If it's pair 
is within 60ft or the same room the Arcane fist can make 4 
smash attacks. 


Smash. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 8 (2d4+3) bludgeoning damage. 


Grab. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 

12 (2d8+3) bludgeoning damage. The target is grappled 

(Escape DC 16) until the grapple ends the target is restrained 

and the arcane fist can't grab another target. 
SSS 


Fryinc Maw 
Aberration 


Usually found in large swarms, flying maws are a typical 
sight in the Dark Realms. Their chittering can be heard at all 
hours, fluttering across the dark skies. Their glowing maws 
being the only thing seen in the darkness. 


The glow from the Flying maw can be attributed to a soul 
the creature has recently devoured. Still pulsing in its maw. 
Flying maws feed on the life force of living creatures. 
These hungry beasts can often be found swarming around 
the corpses of creatures who find themselves in the Dark 
Realms. 


FLyiInc Maw 


Small aberration, unaligned 


Armor Class 13 
Hit Points 17 (4d10) 
Speed 10 ft., fly 60 ft. 


STR DEX CON INT WIS CHA 
15(+2) 16(+3) 11 (+0) 2 (-4) 12 (+1) 6 (-2) 


Senses blindsight 60 ft., passive Perception 11 
Languages - 
Challenge 1/4 (50 XP) 


Keen Hearing. The Flying Maw has advantage on Wisdom 
(Perception) checks that rely on hearing. 


ACTIONS 


Soul Sucking Bite. Melee Weapon Attack: +4 to hit, reach 5ft., 
one creature. Hit:(1d6+2) piercing damage. 


The Flying maw attaches to the target. While attached, 
the flying maw doesn't attack. Instead, at the start of each of 
the maw'‘s turns, the target loses 5(1d4+3) hit points due to it's 
soul sucking bite, as well as takes 1 point of exhaustion 


A creature including the target, can use its action to 
detatch the Flying maw. 
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SENTRY 
Construct 


Crafted by powerful voidelf wizards sentries are the main 
defense unit of their settlements. First conceived when void- 
elves were still struggling to control the Dark Realms, Sentry 
are one of their biggest senses of pride. Although these 
constructs are not sentient, they do have enough intelligence 
to determine a friend from a foe. 


Often their pulsing red lights can be seen on barren hills and 
isles overlooking a settlement. They lie and wait for a mo- 
ment in which something not of the settlement approaches. 
When spotted they unleash an alarm to alert the settlement 
of approaching danger and will do whatever possible to keep 
the creature from getting to the settlement. 


SENTRY 


Medium construct, unaligned 


Armor Class 17 (Natural Armor) 
Hit Points 85 (19d8) 
Speed 0 ft., fly 30 ft. (hover) 


STR DEX CON INT WIS CHA 

10 (+0) 14 (+2) 18 (+4) 8 (-1) 16 (+3) 17 (+3) 
a 
Damage Immunities piercing 
Condition Immunities prone, intoxicated, charmed, 

frightened, poisoned 
Senses darkvision 120 ft., passive Perception 13 
Languages Undercommon, Deep Speech 
Challenge 6 (2300 XP) 


Alarm. Once the Sentry sees an intruder it unleashes a roaring 
alarm that can be heard up to 120 ft from the Sentry. 


ACTIONS 


Multiattack. The Sentry makes 2 mechanical slap attacks. 


Mechanical Slap. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 16 (4d6+2) slashing damage. 
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Crushing Grasp. Up to 3 creatures standing 5ft from the Sentry 
on the same side must make a DC 14 Dexterity saving throw. 
On a success they dodge the large mechanical hands that 
come smashing together. On a failure they are crushed by the 
hands and take 7 (2d8+2) bludgeoning damage. 


Destructive Ray(Takes 1 Round To Recharge). If the targetis a 
creature, it must succeed on a DC 14 Dexterity saving throw or 
take 23(5d8) force damage. If this damage reduces the 
creature to 0 hit points, its body becomes a pile of fine gray 
dust. 


SHaDow HounpD 
Elemental 


Said to be some of the first creatures discovered in the Dark 
Realms, Shadow hounds can often be found stalking the dark 
floating isles for prey. These large creatures are said to be 
made from the darkness of the realms, often they can be seen 
leaping from isle to isle as if they were nothing more than a 
trail of smoke. 


Packs of shadow hounds consist of 3-6 members and are 
often used by voidelves to track targets when they travel to 


other realms. 


SHADOW HouND 


Medium elemental, unaligned 


Armor Class 13 (Natural Armor) 
Hit Points 28 (3d 10 + 6) 
Speed 0 ft., fly 50 ft. (hover) 


STR DEX CON INT WIS CHA 
16 (+3) 15 (+2) 14 (+2) 3 (-4) 12 (+1) 14 (+2) 
EEE ————— 
Damage Resistances cold, necrotic, poison, bludgeoning, 
piercing and slashing damage from nonmagical weapons 
Damage Vulnerabilities radiant 
Senses truesight 50 ft. (blind beyond this radius) passive 


Perception 11 
Languages - 
Challenge 1 (200 XP) 


Light Blindness. The Shadow Hound is blinded when in bright 
light. 


Sunlight Weakness. While in sunlight, the Shadow Hound has 
disadvantage on attack rolls, ability checks, and saving throws. 


Amorphous. The Shadow Hound can move through a space as 
narrow as 1 inch wide without squeezing as long as it is 
covered in shadows. 


Shadow Stealth. While in dim light or darkness, the shadow 
hound can take the Hide action as a bonus action. 


Keen Hearing And Smell. The Shadow hound has advantage on 
Wisdom (Perception) checks that rely on hearing or smell. 


Pack Tactics. The Shadow Hound has advantage on an attack 
roll against a creature if at least one of the Hound's allies is 
within 5 ft. of the creature and the ally isn't incapacitated. 


ACTIONS 


Corrupting Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 10 (2d6+3) necrotic damage. If the target is a 

creature, it must succed on a DC 11 Strength saving throw or 

be knocked prone. 
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SHROUNIX 
Fey 


There are very few ways to travel when in the Dark Realms. 
Nowadays in highly populated areas most use teleportation 
pads. But travel between settlements is often done through 
the use of Shrounix, the voidelf mount of choice. 


With dark wings on dark skies and a call 
that can be felt in one’s bones. Shrounix are 
the symbol of voidelf society. Domesticat- 
ed back when voidelves were still trying 

to conquer the realm. Shrounix are hardy 
birds, with thick almost stone-like feath- 
ers that protect them from the bites of Flying maws. Their 
piercing red eyes were often relied upon in the early days to 
keep watch over camps. 


Shrounix typically hunt by grabbing 
prey in their talons and dropping them 
hundreds of feet to their demise. A tactic 
that is also used by Shrounix riders in a 
time of war. 


SHROUNIX 


Large fey, unaligned 


Armor Class 15 (Natural Armor) 
Hit Points 62 (7d10 + 21) 
Speed 20 ft., fly 80 ft. 


STR DEX CON INT WIs CHA 
18(+4) 15(+2) 10(+0) 2(-4) 13(+1) 13 (+1) 
NE EEEEEEEE————— 

Skills Perception +8, Stealth +8 

Damage Resistances cold, necrotic 

Damage Vulnerabilities radiant 

Senses darkvision 120 ft. passive Perception 11 
Languages - 

Challenge 3 (700 XP) 
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Keen Sight. The Shrounix has advantage on Wisdom 
(Perseption) checks that rely on sight. 


ACTIONS 


Multiattack. The Shrounix makes 2 attacks. one with its beak 
and one with its talons. 


Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
8 (1d8+4) piercing damage. 


Talons. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 9 (2d4+4) slashing damage. The target is grappled (Escape 
DC 16) until the grapple ends the target is restrained, and the 
Shrounix can't use its talons on another target. 


Corrupting Shriek. The Shrounix releases a horrifying shriek at 
one target. The shriek has no effect on constructs or undead. 
The target must make a DC 16 Constitution saving throw. On a 
failure the creature takes 1d6+4 necrotic damage and becomes 
frightened. 


At the start of the target's turn they may make a wisdom 
saving throw in order to end the effect. 
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